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(57) ABSTRACT

A wagering game system includes a peripheral device with a
peripheral device display and at least one processor config-
ured to execute at least one application to display information
on the peripheral device display. The system also includes a
wagering game terminal with a terminal display configured to
display a wagering game and a player-accessible interface
configured to allow a player to communicatively couple the
peripheral device to the wagering game terminal. The at least
one application includes a wagering game application relat-
ing to the wagering game displayed on the terminal display of
the wagering game terminal, and the at least one processor of
the peripheral device executes the wagering application to
display, on the peripheral device display, wagering game
information relating to the wagering game.
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1
GAMING SYSTEM WITH PRIVACY
FEATURES

CROSS-REFERENCE TO RELATED
APPLICATION

This application claims the benefit of U.S. Provisional
Application No. 61/735,549, filed Dec. 10, 2012, which is
hereby incorporated by reference herein in its entirety.

COPYRIGHT

A portion of the disclosure of this patent document con-
tains material which is subject to copyright protection. The
copyright owner has no objection to the facsimile reproduc-
tion by anyone of the patent disclosure, as it appears in the
Patent and Trademark Office patent files or records, but oth-
erwise reserves all copyright rights whatsoever.

FIELD OF THE INVENTION

The present invention relates generally to gaming appara-
tus and methods and, more particularly, to gaming apparatus
and methods that provide privacy features.

BACKGROUND OF THE INVENTION

Gaming terminals, such as slot machines, video poker
machines and the like, have been a cornerstone of the gaming
industry for several years. Generally, the popularity of such
machines with players is dependent on the likelihood (or
perceived likelihood) of winning money at the machine and
the intrinsic entertainment value of the machine relative to
other available gaming options. Where the available gaming
options include a number of competing machines and the
expectation of winning at each machine is roughly the same
(or believed to be the same), players are likely to be attracted
to the most entertaining and exciting machines. Shrewd
operators consequently strive to employ the most entertaining
and exciting machines, features, and enhancements available
because such machines attract frequent play and hence
increase profitability to the operator. Therefore, there is a
continuing need for gaming machine manufacturers to con-
tinuously develop new games and improved gaming enhance-
ments that will attract frequent play through enhanced enter-
tainment value to the player.

SUMMARY OF THE INVENTION

In general, elements on screens for wagering games (e.g.,
credit meters) may reveal some monetary or financial infor-
mation about a player. Some players may want to keep their
monetary or financial information private. Additionally, some
players may not want to draw attention to the awards they
receive for winning wagers. Accordingly, players may prefer
to make the information provided by the credit meters at a
gaming terminal less visible to others. To meet the prefer-
ences of these players, aspects of the present invention pro-
vide privacy features for displaying sensitive information on
gaming terminals more discretely.

In one embodiment, a wagering game system includes a
peripheral device with a peripheral device display and at least
one processor configured to execute at least one applicationto
display information on the peripheral device display. The
system also includes a wagering game terminal with a termi-
nal display configured to display a wagering game and a
player-accessible interface configured to allow a player to

10

15

20

25

30

35

40

45

50

55

60

65

2

communicatively couple the peripheral device to the wager-
ing game terminal. The at least one application includes a
wagering game application relating to the wagering game
displayed on the terminal display of the wagering game ter-
minal, and the at least one processor of the peripheral device
executes the wagering application to display, on the periph-
eral device display, wagering game information relating to the
wagering game. The terminal display and the peripheral
device display may combine to display the wagering game.

In another embodiment, a wagering game terminal
includes a terminal display configured to display a wagering
game. The wagering game terminal also includes a player-
accessible interface configured to allow a player to commu-
nicatively couple a peripheral device to the wagering game
terminal. The peripheral device includes a peripheral device
display and at least one processor configured to execute a
wagering game application relating to the wagering game and
to display, on the peripheral device display, wagering game
information relating to the wagering game. In response to the
execution of the wagering game application on the peripheral
device, the terminal display displays the wagering game in
combination with the peripheral device displaying the wager-
ing game information.

Inthe embodiments above, the at least one processor of the
peripheral device may execute the wagering game application
to display, on the peripheral device display, at least one of
credit information, wager information, award information,
monetary information, and player information.

The wagering game information may include private infor-
mation that is restricted from being displayed on the terminal
display, and the private information includes at least one of
credit information, wager information, award information,
monetary information, and player information.

The peripheral device may include an input interface con-
figured to receive instructions from the player to customize
the wagering game, and the terminal display displays the
wagering game according to the instructions. In response to
the instructions, the terminal display may be restricted from
displaying at least one of credit information, award informa-
tion, monetary information, and player information.

The wagering game application may include a player’s
account application, and the at least one processor of the
peripheral device executes the player’s account application to
log the player into the wagering game terminal under a play-
er’s account.

The wagering game application may include a player’s
account application, and the at least one processor of the
peripheral device executes the player’s account application to
store and display information relating to another wagering
game that provides an award based on a plurality of outcomes
from one or more wagering games.

The wagering game application may include a money
transfer application that is electronically coupled to a mon-
etary account, and the at least one processor of the peripheral
device executes the money transfer application to transfer
money between the wagering game terminal and the mon-
etary account, the wagering game terminal receiving portions
of the money from the player for wagers for the wagering
game or awarding other portions of the money to the player
for outcomes of the wagering game.

The peripheral device may further include at least one of'a
tactile output device and an audio output device, and the at
least one processor of the peripheral device executes the
wagering application to further provide the wagering game
information via at least one of the tactile output device and the
audio output device, the terminal display displaying the
wagering game to correspond with the peripheral device fur-
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ther providing the wagering game information via at least one
of the tactile output device and the audio output device.

The interface may be a docking station that is configured to
receive the peripheral device and establish communications
between the peripheral device and the wagering game termi-
nal. The peripheral device, when received by the docking
station, may provide a secondary display for the wagering
game at the bottom of the terminal display.

The interface may be a wireless interface.

Additional aspects of the invention will be apparent to
those of ordinary skill in the art in view of the detailed
description of various embodiments, which is made with
reference to the drawings, a brief description of which is
provided below.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 illustrates an example free-standing gaming termi-
nal according to an embodiment of the present invention.

FIG. 2 illustrates a gaming system according to an embodi-
ment of the present invention.

FIG. 3 illustrates an example reel-based game screen of a
wagering game displayed on a gaming terminal, according to
an embodiment of the present invention.

FIGS. 4A-B illustrates an example gaming terminal that
includes a docking interface for receiving and communicat-
ing with a peripheral device, according to aspects of the
present invention.

FIG. 4C illustrates the peripheral device employed with the
example gaming terminal of FIGS. 4A-B, according to
aspects of the present invention.

FIG. 5 illustrates an example combined operation of the
gaming terminal and the peripheral device, according to
aspects of the present invention.

FIG. 6 illustrates another example gaming terminal that
includes a docking interface for receiving and communicat-
ing with a peripheral device, according to aspects of the
present invention.

FIG. 7 illustrates yet another example gaming terminal that
includes a docking interface for receiving and communicat-
ing with a peripheral device, according to aspects of the
present invention.

While the invention is susceptible to various modifications
and alternative forms, specific embodiments have been
shown by way of example in the drawings and will be
described in detail herein. It should be understood, however,
that the invention is not intended to be limited to the particular
forms disclosed. Rather, the invention is to cover all modifi-
cations, equivalents, and alternatives falling within the spirit
and scope of the invention as defined by the appended claims.

DETAILED DESCRIPTION

While this invention is susceptible of embodiment in many
different forms, there is shown in the drawings and will herein
be described in detail preferred embodiments of the invention
with the understanding that the present disclosure is to be
considered as an exemplification of the principles of the
invention and is not intended to limit the broad aspect of the
invention to the embodiments illustrated. For purposes of the
present detailed description, the singular includes the plural
and vice versa (unless specifically disclaimed); the words
“and” and “or” shall be both conjunctive and disjunctive; the
word “all” means “any and all”’; the word “any” means “any
and all”; and the word “including” means “including without
limitation”
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4

For purposes of the present detailed description, the terms
“wagering games,” “gambling,” “slot game,” “casino game,”
and the like include games in which a player places at risk a
sum of money or other representation of value, whether or not
redeemable for cash, on an event with an uncertain outcome,
including without limitation those having some element of
skill. In some embodiments, the wagering game may involve
wagers of real money, as found with typical land-based or
on-line casino games. In other embodiments, the wagering
game may additionally, or alternatively, involve wagers of
non-cash values, such as virtual currency, and therefore may
be considered a social or casual game, such as would be
typically available on a social networking web site, other web
sites, across computer networks, or applications on mobile
devices (e.g., phones, tablets, etc.). When provided in a social
or casual game format, the wagering game may closely
resemble a traditional casino game, or it may take another
form that more closely resembles other types of social/casual
games. In some cases, the use of virtual currency issued by a
gaming establishment, wagering game manufacturer, etc.,
may foster loyalty to that gaming establishment, wagering
game manufacturer, etc., because the virtual currency is non-
fungible and limited to uses associated with the particular
institutions. In further embodiments, the wagering game may
involve the awarding of non-cash awards, coupons, etc. In yet
further embodiments, the wagering game may involve a mix-
ture of real, virtual money, and/or non-cash awards.

Referring to FIG. 1, there is shown a gaming terminal 10
similar to those used in gaming establishments, such as casi-
nos. With regard to the present invention, the gaming terminal
10 may be any type of gaming terminal and may have varying
structures and methods of operation. For example, in some
aspects, the gaming terminal 10 is an electromechanical gam-
ing terminal configured to play mechanical slots, whereas in
other aspects, the gaming terminal is an electronic gaming
terminal configured to play a video casino game, such as slots,
keno, poker, blackjack, roulette, craps, etc. The gaming ter-
minal 10 may take any suitable form, such as floor-standing
models as shown, handheld mobile units, bartop models,
workstation-type console models, etc. Further, the gaming
terminal 10 may be primarily dedicated for use in conducting
wagering games, or may include non-dedicated devices, such
as mobile phones, personal digital assistants, personal com-
puters, etc. Exemplary types of gaming terminals are dis-
closed in U.S. Pat. No. 6,517,433 and Patent Application
Publication Nos. US2010/0069160 and US2010/0234099,
which are incorporated herein by reference in their entireties.

The gaming terminal 10 illustrated in FIG. 1 comprises a
cabinet 11 that may house various input devices, output
devices, and input/output devices. By way of example, the
gaming terminal 10 includes a primary display area 12, a
secondary display area 14, and one or more audio speakers
16. The primary display area 12 or the secondary display area
14 may be a mechanical-reel display, a video display, or a
combination thereof in which a transmissive video display is
disposed in front of the mechanical-reel display to portray a
video image superimposed upon the mechanical-reel display.
The display areas may variously display information associ-
ated with wagering games, non-wagering games, community
games, progressives, advertisements, services, premium
entertainment, text messaging, emails, alerts, announce-
ments, broadcast information, subscription information, etc.
appropriate to the particular mode(s) of operation of the gam-
ing terminal 10. The gaming terminal 10 includes a touch
screen(s) 18 mounted over the primary or secondary areas,
buttons 20 on a button panel, bill validator 22, information
reader/writer(s) 24, and player-accessible port(s) 26 (e.g.,
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audio output jack for headphones, video headset jack, USB
port, wireless transmitter/receiver, etc.). It should be under-
stood that numerous other peripheral devices and other ele-
ments exist and are readily utilizable in any number of com-
binations to create various forms of a gaming terminal in
accord with the present concepts.

Input devices, such as the touch screen 18, buttons 20, a
mouse, a joystick, a gesture-sensing device, a voice-recogni-
tion device, and a virtual input device, accept player input(s)
and transform the player input(s) to electronic data signals
indicative of the player input(s), which correspond to an
enabled feature for such input(s) at a time of activation (e.g.,
pressing a “Max Bet” button or soft key to indicate a player’s
desire to place a maximum wager to play the wagering game).
The input(s), once transformed into electronic data signals,
are output to a CPU for processing. The electronic data sig-
nals are selected from a group consisting essentially of an
electrical current, an electrical voltage, an electrical charge,
an optical signal, an optical element, a magnetic signal, and a
magnetic element.

Turning now to FIG. 2, there is shown a block diagram of
the gaming terminal architecture. The gaming terminal 10
includes a central processing unit (CPU) 30 connected to a
main memory 32. The CPU 30 may include any suitable
processor(s), such as those made by Intel and AMD. By way
of' example, the CPU 30 includes a plurality of microproces-
sors including a master processor, a slave processor, and a
secondary or parallel processor. CPU 30, as used herein,
comprises any combination of hardware, software, or firm-
ware disposed in or outside of the gaming terminal 10 that is
configured to communicate with or control the transfer of
data between the gaming terminal 10 and a bus, another
computer, processor, device, service, or network. The CPU 30
comprises one or more controllers or processors and such one
or more controllers or processors need not be disposed proxi-
mal to one another and may be located in different devices or
in different locations. The CPU 30 is operable to execute all of
the various gaming methods and other processes disclosed
herein. The main memory 32 includes a wagering game unit
34. In one embodiment, the wagering game unit 34 may
present wagering games, such as video poker, video black
jack, video slots, video lottery, etc., in whole or part.

The CPU 30 is also connected to an input/output (I/O) bus
36, which can include any suitable bus technologies, such as
an AGTL+ frontside bus and a PCI backside bus. The I/O bus
36 is connected to various input devices 38, output devices 40,
and input/output devices 42 such as those discussed above in
connection with FIG. 1. The I/O bus 36 is also connected to
storage unit 44 and external system interface 46, which is
connected to external system(s) 48 (e.g., wagering game net-
works).

The external system 48 includes, in various aspects, a gam-
ing network, other gaming terminals, a gaming server, a
remote controller, communications hardware, or a variety of
other interfaced systems or components, in any combination.
In yet other aspects, the external system 48 may comprise a
player’s portable electronic device (e.g., cellular phone, elec-
tronic wallet, etc.) and the external system interface 46 is
configured to facilitate wireless communication and data
transfer between the portable electronic device and the CPU
30, such as by a near-field communication path operating via
magnetic-field induction or a frequency-hopping spread
spectrum RF signals (e.g., BLUETOOTH®, etc.).

The gaming terminal 10 optionally communicates with the
external system 48 such that the terminal operates as a thin,
thick, or intermediate client. In general, a wagering game
includes an RNG for generating a random number, game
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logic for determining the outcome based on the randomly
generated number, and game assets (e.g., art, sound, etc.) for
presenting the determined outcome to a player in an audio-
visual manner. The RNG, game logic, and game assets are
contained within the gaming terminal 10 (“thick client” gam-
ing terminal), the external system 48 (“thin client” gaming
terminal), or are distributed therebetween in any suitable
manner (“intermediate client” gaming terminal).

The gaming terminal 10 may include additional peripheral
devices or more than one of each component shown in FIG. 2.
Any component of the gaming terminal architecture may
include hardware, firmware, or tangible machine-readable
storage media including instructions for performing the
operations described herein. Machine-readable storage
media includes any mechanism that stores information and
provides the information in a form readable by a machine
(e.g., gaming terminal, computer, etc.). For example,
machine-readable storage media includes read only memory
(ROM), random access memory (RAM), magnetic disk stor-
age media, optical storage media, flash memory, etc.

Referring now to FIG. 3, there is illustrated an image of a
game screen 50, which may be displayed, for example, on the
primary display area 12 or the secondary display area 14 to
present the result of a reel-based wagering game. The reel-
based game screen 50 portrays a plurality of simulated sym-
bol-bearing reels 52. Alternatively or additionally, the game
screen 50 portrays a plurality of mechanical reels or other
video or mechanical presentation consistent with the game
format and theme. The game screen 50 also displays one or
more game-session credit meters 54 and various touch screen
buttons 56 adapted to be actuated by a player. A player can
operate or interact with the wagering game using these touch
screen buttons or other input devices such as the buttons 20
shown in FIG. 1. The CPU 30 operate(s) to execute a wager-
ing game program causing the primary display area 12 or the
secondary display area 14 to display the wagering game.

In response to receiving a wager, the reels 52, as shown on
the game screen 50, are rotated and stopped to place symbols
on the reels in visual association, for example, with paylines
58. The wagering game evaluates the displayed array of sym-
bols on the stopped reels and provides immediate awards and
bonus features in accordance with a pay table. The pay table
may, for example, include “line pays” or “scatter pays.” Line
pays occur when a predetermined type and number of sym-
bols appear along an activated payline, typically in a particu-
lar order such as left to right, right to left, top to bottom,
bottom to top, etc. Scatter pays occur when a predetermined
type and number of symbols appear anywhere in the dis-
played array without regard to position or paylines. Similarly,
the wagering game may trigger bonus features based on one
or more bonus triggering symbols appearing along an acti-
vated payline (i.e., “line trigger”) or anywhere in the dis-
played array (i.e., “scatter trigger”). The wagering game may
also provide mystery awards and features independent of the
symbols appearing in the displayed array.

In accord with various methods of conducting a wagering
game on a gaming system in accord with the present concepts,
the wagering game includes a game sequence in which a
player makes a wager and a wagering game outcome is pro-
vided or displayed in response to the wager being received or
detected. The wagering game outcome is then revealed to the
player in due course following initiation of the wagering
game. The method comprises the acts of conducting the
wagering game using a gaming apparatus, such as the gaming
terminal 10 depicted in FIG. 1, following receipt of an input
from the player to initiate the wagering game. The gaming
terminal 10 then communicates the wagering game outcome



US 9,224,268 B2

7

to the player via one or more output devices (e.g., primary
display 12 or secondary display 14) through the display of
information such as, but not limited to, text, graphics, static
images, moving images, etc., or any combination thereof. In
accord with the method of conducting the wagering game, the
CPU transforms a physical player input, such as a player’s
pressing of a “Spin Reels” touch key, into an electronic data
signal indicative of an instruction relating to the wagering
game (e.g., an electronic data signal bearing data on a wager
amount).

In the aforementioned method, for each data signal, the
CPU (e.g., CPU 30) is configured to process the electronic
data signal, to interpret the data signal (e.g., data signals
corresponding to a wager input), and to cause further actions
associated with the interpretation of the signal in accord with
computer instructions relating to such further actions
executed by the controller. As one example, the CPU causes
the recording of a digital representation of the wager in one or
more storage media (e.g., storage unit 44), the CPU, in accord
with associated computer instructions, causing the changing
of a state of the storage media from a first state to a second
state. This change in state is, for example, effected by chang-
ing a magnetization pattern on a magnetically coated surface
of'a magnetic storage media or changing a magnetic state of
a ferromagnetic surface of a magneto-optical disc storage
media, a change in state of transistors or capacitors in a
volatile or a non-volatile semiconductor memory (e.g.,
DRAM), etc. The noted second state of the data storage media
comprises storage in the storage media of data representing
the electronic data signal from the CPU (e.g., the wager in the
present example). As another example, the CPU further, in
accord with the execution of the instructions relating to the
wagering game, causes the primary display 12, other display
device, or other output device (e.g., speakers, lights, commu-
nication device, etc.) to change from a first state to at least a
second state, wherein the second state of the primary display
comprises a visual representation of the physical player input
(e.g., an acknowledgement to a player), information relating
to the physical player input (e.g., an indication of the wager
amount), a game sequence, an outcome of the game sequence,
or any combination thereof, wherein the game sequence in
accord with the present concepts comprises acts described
herein. The aforementioned executing of computer instruc-
tions relating to the wagering game is further conducted in
accord with a random outcome (e.g., determined by a RNG)
that is used by the CPU to determine the outcome of the game
sequence, using a game logic for determining the outcome
based on the randomly generated number. In at least some
aspects, the CPU is configured to determine an outcome of the
game sequence at least partially in response to the random
parameter.

As described above, the game screen 50 displays one or
more game-session credit meters 54. As shown in FIG. 3, the
credit meters 54 indicate the number of total credits available
for making wagers, the number of paylines selected for the
current wager, the number of credits wagered for each
selected payline in the current wager, the number of total
credits currently wagered, and the number of credits awarded
for the current wager. When the game screen 50 is shown on
the primary display 12 or the secondary display 14, the credit
meters 54 may be visible to anyone in the area around the
gaming terminal 10. In other words, the information shown in
the credit meters 54 can also be seen by people who are not
playing the wagering game on the gaming terminal 10.

The number of total credits available for making wagers
indicates how much the player has put into the gaming termi-
nal 10 for wagers and/or how much the player has won or lost
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from playing the wagering game. If the number of total cred-
its available is redeemable for money, the number of total
credits indicates how much money the player currently pos-
sesses. In addition, the number credits currently wagered may
indicate how much the player can afford to wager. In general,
the credit meters 54 reveal some monetary or financial infor-
mation about the player. Some players may want to keep their
monetary or financial information private. Additionally, some
players may not want to draw attention to the awards they
receive for winning wagers. Accordingly, players may prefer
to make the information provided by the credit meters at a
gaming terminal less visible to others. To meet the prefer-
ences of these players, aspects of the present invention pro-
vide privacy features for displaying sensitive information on
gaming terminals more discretely.

Referring to FIGS. 4A-B, an example gaming terminal 110
with privacy features is illustrated. Among other features, the
gaming terminal 110 includes a display area 112 for display-
ing a game screen 150 of a wagering game and a button panel
with buttons (and/or other input devices) 120 that receive
input from the player for operating the gaming terminal 110
and playing the wagering game. Unlike the gaming terminal
10 described above, however, the gaming terminal 110
includes a docking interface 190 for receiving a peripheral
device 210, such as a tablet computer (e.g., APPLE®
iPAD®), smart phone (e.g., APPLE® iPHONE®), or other
portable computing device. The docking interface 190 is
compatible with a connector provided by the peripheral
device 210 (e.g., conventional APPLE® iPAD® or APPLE®
iPHONE® connector). In addition to establishing communi-
cations between the gaming terminal 110 and the peripheral
device 210, the docking interface 190 in some cases mat also
supply electrical power to the peripheral device 210 to
recharge a battery in the peripheral device 210.

As shown in FIG. 4A, the docking interface 190 is disposed
on a front panel 115 of the gaming terminal 110, between the
buttons 120 and the display 112. FIG. 4B illustrates how the
display 212 of the peripheral device 210 and the display area
112 of the gaming terminal 100 combine to present informa-
tion relating to a wagering game. The terminal display 112
displays the game screen 150 with graphical elements, e.g.,
reels 152, which indicate the outcome of the wagering game.
Meanwhile, the peripheral device 210 displays credit meters
254 corresponding to the wagering game shown on the ter-
minal display 112. FIG. 4C illustrates the peripheral device
210 separate from the gaming terminal 110 and more clearly
shows the credit meters 254. Although the credit meters in
FIG. 4C only provide the number of total credits available for
wagers and the number of credits currently being wagered, it
is understood that the peripheral device 210 may display any
combination of information relating to credits, wagers, pay-
outs, etc. In some cases, all such information may be com-
pletely removed from the displays 112, 114 of the gaming
terminal 110 and displayed exclusively on the peripheral
device 210. In other cases, the credit meters showing numeri-
cal information may be displayed on the peripheral device
210, while the displays 112 and/or 114 may display non-
numerical indicators for some information relating to credits,
wagers, payouts, etc.

The docking interface 190 positions the peripheral device
210 away from the terminal display 112 and closer to the
player standing in front of the gaming terminal 110. As such,
the player’s body helps to block others from easily viewing
the peripheral device display 212. In addition, the peripheral
device display 212 is generally smaller than the primary and
secondary displays 112 and 114 of the gaming terminal 110,
so the information displayed by the peripheral device 212 is
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less visible to others. For example, the peripheral display
device 212 may be approximately between 5 inches and 9
inches. Furthermore, the peripheral device display 212 can
employ a font size that makes the credit meters 254 more
difficult for others to see. Based on the position and orienta-
tion of the peripheral device 210, the size of the peripheral
device display 212, and how the information is displayed on
the peripheral device display 212, the peripheral device dis-
play 212 displays information more discretely than the ter-
minal display 112.

FIG. 5 illustrates example aspects of the combined opera-
tion of the gaming terminal 110 and the peripheral device 210.
As shown in FIG. 5, the peripheral device 210 includes at least
one processor 230 and memory (computer-readable storage
media) 232 that stores at least one application as computer-
executable instructions. In particular, the at least one proces-
sor 230 executes a wagering game application 234 to display,
on the peripheral device display 212, information relating to
the wagering game being played on the gaming terminal 110.
To coordinate the display of information between the periph-
eral device 210 and the gaming terminal 110, the at least one
processor 230 communicates with the gaming terminal 110
via the docking interface 190.

In some embodiments, the wagering game application 234
can only be employed with a specific type of wagering game.
As such, the player may be required to install a plurality of
wagering game applications to use the peripheral device 210
with a variety of types of wagering games.

In other embodiments, the wagering game application 234
is a general application that can be employed with a variety of
wagering games associated, for example, with a gaming
establishment or a gaming terminal manufacturer. Advanta-
geously, in such embodiments, the player is only required to
install a single wagering game application to use the periph-
eral device 210 with a variety of types of wagering games.

The wagering game application 234 itself and updates to
the application 234 may be downloaded, for example, from a
conventional online application store or from a specific online
resource provided by the gaming establishment or a gaming
terminal manufacturer. In alternative embodiments, the
wagering game application 234 does not provide a specially
developed interface for the application screen 250; instead,
the wagering game application 234 may use a standard web
browser provided by the peripheral device 210 as an interface.
For example, the wagering game application 234 may be a
Java-based application that runs through a standard web
browser provided by the peripheral device 210.

Similar to the gaming terminal 10 shown in FIG. 2, the
gaming terminal 110 includes at least one processor 130 that
executes a wagering game unit 134 stored on a memory 132.
The player operates or interacts with the wagering game using
the input devices, etc., on the gaming terminal 110 as
described above. In response, the gaming terminal 110 dis-
plays information 155 and visual elements (e.g., reels) relat-
ing to the wagering game on the wagering game screen 150
via the display area 112. Rather than displaying all wagering
game information on the display area 112, however, the gam-
ing terminal 110 sends certain other information 255 to the
peripheral device 210 via the docking interface 190. The
wagering game application 234 then presents the information
255 on an application screen 250 on the peripheral device
display 212. Accordingly, the gaming terminal 110 and the
peripheral device 210 combine to provide the player with
information for playing the wagering game. In particular, the
wagering game application 234 may display any type of
information 255, e.g., credit information, wager information,
award information, monetary information, player informa-
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tion, etc., that the player may want to remain less visible when
playing a wagering game on the gaming terminal 110. In
general, the gaming machine 110 may communicate any
information or visual elements associated with the wagering
game for display on the peripheral device 210.

To establish communications between the gaming terminal
110 and the peripheral device 210, the player may log into the
gaming terminal 110 through a login feature 262 provided by
the wagering game application 234. As shown in FI1G. 4C, the
wagering game application 234 displays an example select-
able icon for the login feature 262 (labeled “MY SLOT SIGN
IN”) on the application screen 250. The player selects the
login feature 262 from the screen 250 to initiate a login
process, which for example provides data entry fields that
receive username and password information from the player.
The peripheral device 210 communicates this login informa-
tion to the gaming terminal 110, which can then permit the
player to use the peripheral device 210 with the gaming
terminal 110. In some embodiments, the login information
may be conveniently stored by the wagering game application
234 after initial entry, so that the player is automatically
logged into the gaming terminal 110 when it detects that the
docking interface 190 has received the peripheral device 210.
By using the peripheral device 210 to log into the gaming
terminal 110, personal information, such as the player’s
name, may be discretely shown on the peripheral device 210,
rather than the gaming terminal 110.

In some embodiments, the login feature 264 may be tied to
a general player’s account in an account-based gaming sys-
tem. For example, the login feature 264 may be associated
with a player loyalty program with a gaming institution,
where the peripheral device 210 effectively acts as a player’s
card when it is connected with the gaming terminal 110. The
wagering game application 234 may discretely show any
information associated with the player’s account on the
peripheral device 210.

In addition to tracking loyalty points for the player’s
account, the wagering game application 234 may be used for
other gaming features that are uniquely tied to the individual
player and that maintain the tie with the player across any
number of wagering game sessions. For example, the wager-
ing game application 234 may track a personal progressive
award. The personal progressive award is similar in many
respects to a conventional progressive award, but the personal
progressive award only grows in response to the individual
player’s activity and is only awarded to the individual player
when a predetermined award occurs. The wagering game
application 234 discretely displays information (e.g., an
award meter) relating to the personal progressive award. In
some cases, the information relating to personal progressive
award is maintained centrally by an account based wagering
system, which the wagering game application 234 accesses
by logging through the gaming terminal 110. In other cases,
wagering game application 234 maintains the information
locally on the peripheral device 210.

In another example, to encourage a player to keep playing
at the gaming terminal 110, the player may accumulate some
time-based benefit, e.g., airline miles, extra loyalty points,
etc., during a single gaming session. The more time the player
remains at the gaming terminal 110, the greater benefit that
the player earns. The wagering game application 234 may
discretely display information (e.g., a benefit meter) relating
to the benefit accumulated. In some cases, the information
relating to the benefit is maintained centrally by an account
based wagering system, which the wagering game applica-
tion 234 accesses by logging through the gaming terminal
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110. In other cases, wagering game application 234 maintains
the information locally on the peripheral device 210.

In addition, the wagering game application 234 may pro-
vide a customization tool 264 that allows the player to instruct
the gaming terminal 110 what information should be dis-
played on the terminal display 112 and what information
should be displayed on the peripheral device display 212. As
shown in FIG. 4C, the wagering game application 234 dis-
plays an example selectable icon for the customization tool
264 (labeled “SETTINGS”) on the application screen 250.
For example, with the tool 264, the player may customize the
wagering game to display, on the peripheral device display
212, credit meters 254 that provide the number of total credits
available for wagers and credit and the number of credits
currently being wagered.

The customization tool 264 may also allow the player to
customize other aspects of the wagering game. For example,
as described above, some players may not want to draw
attention to the awards they receive for winning wagers. As
such, the player may employ the customization tool 264 to
turn off, or reduce, any audio and/or visual feedback from the
gaming terminal 110 signaling a winning outcome and/or
payout. Indeed, using the customization tool 264, the player
may elect to use the peripheral device 210, rather than the
gaming terminal 110, to receive audio and/or visual feedback
signaling a winning outcome and/or payout. Any audio feed-
back from the peripheral device 200 can be discretely com-
municated to the player through speakers at a reduced volume
or through headphones. Furthermore, the player may addi-
tionally use the peripheral device 200 to provide tactile feed-
back, e.g., vibration, to signal a winning outcome and/or
award. Accordingly, the customization tool 264 allows the
player to determine how he/she is alerted with winning out-
comes/awards.

In some cases, suppression of audio and/or visual feedback
from the gaming terminal 110 may depend on a threshold set
for an award. The threshold may be set by the player and/or
the gaming establishment. If the award is less than the thresh-
old, the gaming terminal 110 provides conventional audio
and/or visual feedback. Otherwise, the peripheral device 210
discretely signals the winning outcome/award. The threshold
allows the gaming establishment to generate interest and
excitement by showing other players that the gaming terminal
110 is producing winning outcomes, while also accommodat-
ing the player’s desire for privacy when winning a large
award. In general, the wagering game application 234 allows
the player to configure the behavior of the gaming terminal
110 for high award wins and other events that may draw
attention from others and make them aware of a significant
change in the player’s monetary status.

Alternatively or additionally, the customization tool 264
may allow the player to set other types of alerts on the periph-
eral device 210. For example, the wagering game application
234 may be configured to provide audio (e.g., beep) or tactile
(e.g., vibrate) alerts when the player’s credit limit reaches a
high and/or low limit, thereby notifying the player to transfer
money to or from the gaming terminal 110.

Using the customization tool 264, the player may custom-
ize some of the content displayed by the primary wagering
game screen 150 of the gaming terminal 110 and/or the appli-
cation screen 250 of the peripheral device 210. In some
embodiments, the player may select a particular theme for the
wagering game. For example, the player may select a theme
where reel symbols correspond to characters in a movie or
book. In other embodiments, the player may select a particu-
lar visual background/wallpaper, color scheme, font scheme,
etc., for the wagering game screens 150 and/or 250. Further-
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more, the player may select a celebration theme (including
audio, visual, and/or tactile feedback) for winning outcomes/
awards communicated by the peripheral device 210.

In some cases, the customization tool 264 may provide a
plurality of customization options from which the player may
select. In other cases, the customization tool 264 may allow
the player to develop his/her own customization options. For
example, the player may be permitted to import a photograph
taken with the peripheral device 210 into the wagering game
application 234 and the photographed image may be used for
some aspect of the wagering game screen 150 and/or 250,
e.g., a reel symbol, visual background/wallpaper, etc.

Advantageously, the customization tool 264 may be able to
save the player’s selections and preferences, so that they can
be recalled and reapplied when the peripheral device 210 is
coupled to the same or other gaming terminal. The portability
of the peripheral device 210 allows the player to enjoy a
customized gaming experience even when playing different
gaming terminals at different times.

The wagering game application 234 may also provide a
money transfer feature 266 that allows the player to manage
the process for cashing out from the gaming terminal 110. (In
alternative embodiments, the peripheral device 210 only dis-
plays monetary information and does not handle any transfer
of money.) As shown in FIG. 4C, the wagering game appli-
cation 234 displays a selectable icon for the money transfer
function 266 (labeled “CASH OUT”) on the application
screen 250. In some embodiments, the money transfer func-
tion 266 may function in a manner similar to a button on the
gaming terminal for cashing out (e.g., “COLLECT” button
shown in FIG. 3). Because the player’s operation of the
peripheral device 210 is less visible, the player can discretely
cash out from the gaming terminal 110 through the money
transfer function 266 on the peripheral device 110.

In some embodiments, the money transfer function 266
provides further privacy by allowing the cash out to occur
through the peripheral device 210. In other words, the cash
out (in the form of cash, redeemable coupon, etc.) does not
occur physically through a device on the gaming terminal
110. Instead, the gaming machine 110 communicates the cash
out information to the peripheral device 210, which the player
uses to handle the remaining process of cashing out. In some
cases, the award may be recorded on the peripheral device
210, which can then be subsequently presented, for example,
to a cashier at the gaming establishment to redeem the award.
For example, the money transfer feature 266 may record the
award as animage, such as a UPC barcode or a matrix barcode
(e.g., Quick Response (QR) Code), on the peripheral device
210. The image can then be subsequently scanned or other-
wise evaluated for redemption. In some cases, other gaming
machines may be configured to receive money, credits, etc.
associated with the award recorded on the peripheral device
210, i.e., the award is used on other gaming terminals by
transferring the award from the peripheral device 210.

In other cases, the peripheral device 210 may be able to
communicate over a network, e.g., via a cellular or wi-fi
wireless network, to access a monetary account for the player.
The monetary account may reside at a financial institution or
any other system, including, for example, an account system
maintained by a gaming establishment. Accordingly, the
money transfer feature 266 can directly deposit money from
the gaming machine 110 to the player’s monetary account
when the player cashes out.

In further embodiments, the money transfer function 266
may also allow the player to withdraw money directly from
the monetary account to make wagers on the gaming terminal
110. Because the player’s operation of the peripheral device
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210 is less visible, the player can transfer money electroni-
cally to and from the gaming machine 110 via the peripheral
device 210 more discretely. For example, the player does not
have to put currency physically into the gaming machine 110,
an act that is more easily witnessed by others.

The wagering game application 234 may also provide a
help feature 268 that allows the player to obtain information
about aspects of the wagering game, the gaming terminal 110,
and/or the wagering game application 234 itself As shown in
FIG. 4C, the wagering game application 234 displays a select-
able icon for the help feature 268 (labeled “HELP/PAYS”) on
the application screen 250. The information available through
the help feature 268 may include an organized list of help
topics, searchable help text, answers to a list of frequently
asked questions, a list of tips and hints, demonstrations, simu-
lations, etc. The information may be presented in audio and/or
visual format. In addition, the help feature 268 may also
provide information on the awards paid out by the wagering
game, e.g., a paytable. In some wagering games, the paytable
may change according to the amount wagered as well as the
occurrence of other events in the wagering game. The player
may prefer to keep the sizes of possible awards less visible,
particularly if they may indicate the size of the player’s
wagers. Accordingly, the wagering game application 234
may also be employed to discretely display award informa-
tion for the wagering game.

In addition to the login feature 262, the customization tool
264, the money transter feature 266, and the help feature 268,
the wagering game application 234 may provide other fea-
tures. In some cases, the wagering game application 234 may
allow the peripheral device 210 to act as a button panel for
operating aspects of the gaming terminal 110 and/or playing
the wagering game. For example, as shown in FIG. 4C, the
wagering game application 234 displays a denomination icon
270 (labeled “DENOM?”) on the application screen 250. In
some embodiments, the denomination icon 270 allows the
player to select and/or display the denomination for the
wagers placed for the wagering game. The denomination
indicates the level of wagers placed by the player, and as such,
the player may prefer the denomination to be discretely
selected and/or displayed on the peripheral device 210, rather
than the gaming terminal 110.

Like the money transfer feature 266, other features of the
wagering game application 234 may access network commu-
nications available through the peripheral device 210. For
example, the wagering game application 234 may communi-
cate with sites on the Internet. In particular, the wagering
game application 234 may communicate with social media
sites (e.g., FACEBOOK®), multimedia posting sites (e.g.,
YOUTUBE®), electronic mail systems (e.g., GMAIL®).
While the player may want not want to attract attention from
the public while playing a wagering game at the gaming
terminal 110, the player can selectively choose to share some
aspect of the gaming experience with family and friends over
the Internet. For instance, when the gaming terminal 110
communicates a winning outcome/award to the peripheral
device 110, the wagering game application 234 may present
audiovisual content that alerts the player about the winning
outcome/award. The wagering game application 234 may
save this content and allow the player to send or post the
content over the Internet to share with selected people.

In further embodiments, the wagering game application
234 may provide online access to other content, services, etc.
For example, the player may be able to access hospitality
services in association with the gaming establishment.

In general, FIGS. 4A-C illustrate a peripheral device 210
that is employed in combination with the gaming terminal
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110. The peripheral device 210 executes an application 234
that relates to the wagering game of the gaming terminal 110.
The wagering game application 234 allows selected informa-
tion relating to the wagering game to be displayed on the
peripheral device 110. To accommodate the privacy prefer-
ences of the player, the peripheral device 110 may discretely
display credit information, wager information, award infor-
mation, monetary information, and/or player information.
However, it is contemplated that other information may be
selectively shown on the peripheral device 210, rather than
the gaming terminal 110.

Advantageously, the features provided by aspects of the
present invention attract players who prefer to keep their
monetary or financial information private. Moreover, such
features may encourage players to put more money into gam-
ing terminals and place larger wagers because this informa-
tion is not visible to others. In addition, to attract players, the
wagering game application 234 can provide other features,
particularly to customize and personalize aspects of the gam-
ing experience.

As shown in the FIGS. 4A-C, the gaming machine 110 is
compatible with a tablet computer. In general, people are
employing tablet computers for a growing number and vari-
ety of applications. Indeed, embodiments of the present
invention identify new approaches for using tablet computers
with gaming terminals. Advantageously, the popularity of
tablet computers further attracts players to such embodi-
ments.

Tablet computers typically receive user inputs via a touch
display. Accordingly, in embodiments employing tablet com-
puters, the peripheral device display 212 can also receive
input from the player. As shown in FIG. 4C, the wagering
game application 434 on the peripheral device 210 presents
an application screen 250 with touch icons for each of the
features/tools of the application 434.

Although FIGS. 4A-C may illustrate an embodiment in
which a tablet computer is docked vertically in the gaming
terminal 110, FIGS. 6 and 7 show other embodiments that
allow selected information to be discretely displayed on a
more private display. FIG. 6 illustrates a gaming terminal 310
that is similar in many respects to the gaming terminal 10
shown in FIG. 1. However, the gaming terminal 310 allows a
peripheral device 410 similar to a smart phone to be received
in a recessed docking interface 390 in a substantially hori-
zontal panel along the front of the gaming terminal 310. The
peripheral device 410 is positioned closer to the player stand-
ing in front of the gaming terminal 310. As such, the player’s
body helps to block others from easily viewing the display
412 of the peripheral device 410. As FIG. 6 illustrates, the
display 412 is smaller than the primary display 312 or the
secondary display 314 ofthe gaming terminal 310. In general,
the size, position, and orientation of the display 412 allow the
display 412 to communicate information to the player more
discretely than the primary display 312 or the secondary
display 314. Like the peripheral device 210 described above,
the peripheral device 410 can display selected information
relating to the wagering game. In particular, the display 412
may discretely display credit information, wager informa-
tion, award information, monetary information, and/or player
information. The peripheral device 410 may also provide any
combination of the features and tools of the wagering game
application 234 described above. For example, the position of
the peripheral device 410 proximate to the input devices 320
on the gaming terminal 310 allows the peripheral device 410
to provide controls that can be combined with the input
devices 320 to control aspects of the gaming terminal 310 and
the wagering game.
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FIG. 7 also illustrates a gaming terminal 510 that provides
many of the features of the gaming terminal 10 shown in FIG.
1. However, the gaming terminal 510 allows the player to be
seated in a chair 511 while operating the gaming terminal
510. The chair 511 may provide additional features such as
enhanced audio feedback (e.g., via surround sound speakers)
and tactile feedback (e.g., via vibration or movement of the
chair). In addition, the gaming terminal 510 allows a periph-
eral device 610 similar to a smart phone to be received in a
docking interface 590 positioned near the player, e.g., on an
armrest of the chair 511. The peripheral device 610 is posi-
tioned closer to the player than a primary display 512 and a
secondary display 514 of the gaming terminal 510. As such,
the peripheral device 610 is less easily viewed than the other
displays 512 and 514. In alternative embodiments, the periph-
eral device 610 may be received in a swiveling and/or other-
wise adjustable docking interface that allows the player to
minimize visibility of information displayed by the periph-
eral device 610 to others.

As FIG. 7 illustrates, the peripheral device 610 includes a
display 612 that is smaller than the displays 512 and 514. In
general, the size, position, and orientation of the display 612
allows the display 312 to communicate information to the
player more discretely than the displays 512 and displays 514.
Like the peripheral device 210 described above, the periph-
eral device 610 can display selected information relating to
the wagering game. In particular, the display 612 may dis-
cretely display credit information, wager information, award
information, monetary information, and/or player informa-
tion. The peripheral device 610 may also provide any combi-
nation of the features and tools of the wagering game appli-
cation 234 described above. In addition, peripheral device
610 may also provide a tool to customize features of the chair
511 so that feedback from the chair (audio, tactile, etc.) is also
more discrete. Indeed, the speakers on the chair 511 may also
be configured to provide directional and more discrete audio
communications to the player. For example, speakers may be
positioned proximate to the player’s ears when the player is
seated in the chair 511, and such speakers may be employed
to discretely communicate (e.g., whisper) information to the
player.

Although the gaming terminals of FIGS. 4A-4C, 6, and 7
may employ a docking interface to physically receive a
peripheral device, other embodiments may employ alterna-
tive or additional approaches to establish communications
between the gaming terminal and the peripheral device. In
some embodiments, the gaming terminal and the peripheral
device may be coupled by a cable that extends from the
gaming terminal. In other embodiments, the gaming terminal
may provide wireless communications between the gaming
terminal and the peripheral device. For example, short range
high frequency wireless communication, such as near-field
communication (NFC) or BLUETOOTH®, may be
employed to provide secure communications. In such
embodiments, the login feature on the wagering game appli-
cation may be employed to establish the secure wireless com-
munication.

For example, the gaming terminal may be provided with a
unique identification (e.g., a BLUETOOTH® pairing ID),
which can be used to pair the peripheral device with the
gaming terminal. In some embodiments, secure communica-
tions can be further established by requiring a passkey to be
exchanged between the peripheral device and the gaming
terminal (in a manner similar to the way a BLUETOOTH®
device (e.g., headset) is paired with a handheld device). For
additional security, communications (e.g., using the BLUE-
TOOTH® wireless data exchange standard) can be further
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limited to particular handheld devices, i.e., pairing with other
devices such as laptops, printer, etc. can be disabled. The
secure wireless communication allows the player to cash out
through the peripheral device, transfer money, etc., as
described above.

In embodiments without a docking interface may include a
resting place (e.g., a recess) for the peripheral device. In
particular, the resting place may position the peripheral
device so that its display is oriented for discrete communica-
tion of communication to the player.

Furthermore, although the embodiments of FIGS. 4A-4C,
6, and 7 may employ a docking interface to establish com-
munications between a gaming terminal and a separate
peripheral device, aspects of the present invention may be
achieved by providing a gaming terminal with an additional
integrated display. Rather than using the display of a separate
peripheral device, such embodiments provide an additional
integrated (e.g., third) display to display selected information
more discretely than the other displays on the gaming termi-
nal (e.g. displays 112 and 114 in FIGS. 4A-B). Processors on
the gaming terminal itself may execute an application similar
to the wagering game application 234 described above, but
the interface, including a display, for the application resides
on the gaming terminal.

For example, although the gaming terminal 310 in FIG. 6
allows the separate peripheral device 410 to be received in a
recessed docking interface 390, alternative embodiments
may integrate a display in the location of the peripheral device
410. Like the peripheral device 410, the integrated display is
positioned closer to the player standing in front of the gaming
terminal. As such, the player’s body helps to block others
from easily viewing the integrated display. The integrated
display is smaller than the primary display or the secondary
display of the gaming terminal. In general, the size, position,
and orientation of the integrated display allow the integrated
display to communicate information to the player more dis-
cretely than the primary display or the secondary display.
Like the peripheral device 410, the integrated display can
display selected information relating to the wagering game.
In particular, the integrated display may discretely display
credit information, wager information, award information,
monetary information, and/or player information. The inte-
grated display may also provide any combination of the fea-
tures and tools of the wagering game application 234
described above.

Embodiments with an integrated display device allow
players without a separate peripheral device to enjoy the
features described above. In other embodiments, the gaming
terminal may be provided with a display device that is teth-
ered to the gaming terminal and that operates in a manner
similar to the peripheral devices described above.

Each of these embodiments and obvious variations thereof
is contemplated as falling within the spirit and scope of the
claimed invention, which is set forth in the following claims.
Moreover, the present concepts expressly include any and all
combinations and subcombinations of the preceding ele-
ments and aspects, regardless of the embodiments referenced
in the description of the elements and aspects.

What is claimed is:

1. A wagering game system, comprising:

a peripheral device including a peripheral device display
and at least one processor configured to execute at least
one application to display information on the peripheral
device display; and

a wagering game terminal including a terminal display
configured to display a wagering game and a player-
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accessible interface configured to allow a player to com-
municatively couple the peripheral device to the wager-
ing game terminal,

wherein the at least one application includes a wagering

game application relating to the wagering game dis-
played on the terminal display of the wagering game
terminal, and the at least one processor of the peripheral
device executes the wagering application to display, on
the peripheral device display, wagering game informa-
tion relating to the wagering game, and

wherein the at least one processor of the peripheral device

executes the wagering game application to display, on
the peripheral device display, at least one of credit infor-
mation, wager information, award information, mon-
etary information, and player information, the at least
one of credit information, wager information, award
information, monetary information, and player informa-
tion being restricted to being displayed on the peripheral
device display.

2. The wagering game system of claim 1, wherein the
peripheral device includes an input interface configured to
receive instructions from the player to customize the wager-
ing game.

3. The wagering game system of claim 2, wherein, in
response to the instructions, the at least one processor of the
peripheral device executes the wagering game application to
display, on the peripheral device display, at least one of credit
information, award information, monetary information, and
player information.

4. The wagering game system of claim 1, wherein the
wagering game application includes a player’s account appli-
cation, and the at least one processor of the peripheral device
executes the player’s account application to log the player
into the wagering game terminal under a player’s account.

5. The wagering game system of claim 1, wherein the
wagering game application includes a player’s account appli-
cation, and the at least one processor of the peripheral device
executes the player’s account application to store and display
information relating to another wagering game that provides
an award based on a plurality of outcomes from one or more
wagering games.

6. The wagering game system of claim 1, wherein the
wagering game application includes a money transfer appli-
cation that is electronically coupled to a monetary account,
and the at least one processor of the peripheral device
executes the money transfer application to transfer money
between the wagering game terminal and the monetary
account, the wagering game terminal receiving portions of
the money from the player for wagers for the wagering game
or awarding other portions of the money to the player for
outcomes of the wagering game.

7. The wagering game system of claim 1, wherein the
peripheral device further includes at least one of a tactile
output device and an audio output device, and the at least one
processor of the peripheral device executes the wagering
application to further provide the wagering game information
via at least one of the tactile output device and the audio
output device.

8. The wagering game system of claim 1, wherein the
interface is a docking station that is configured to receive the
peripheral device and establish communications between the
peripheral device and the wagering game terminal.

9. The wagering game system of claim 8, wherein the
peripheral device, when received by the docking station, pro-
vides a secondary display for the wagering game at the bot-
tom of the terminal display.
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10. The wagering game system of claim 1, wherein the
interface is a wireless interface.

11. The wagering game system of claim 1, wherein the
terminal display and the peripheral device display combine to
display the wagering game.

12. A wagering game terminal, comprising:

a terminal display configured to display a wagering game;

and
aplayer-accessible interface configured to allow a player to
communicatively couple a peripheral device to the
wagering game terminal, the peripheral device including
a peripheral device display and at least one processor
configured to execute a wagering game application relat-
ing to the wagering game and to display, on the periph-
eral device display, wagering game information relating
to the wagering game, the wagering game information
including private information and non-private informa-
tion, the private information including at least one of
credit information, wager information, award informa-
tion, monetary information, or player information,

wherein, in response to the execution of the wagering game
application on the peripheral device, the terminal dis-
play displays the wagering game in combination with
the peripheral device displaying the wagering game
information, the private information being restricted to
display on only the peripheral device display.

13. The wagering game terminal of claim 12, wherein the at
least one of credit information, wager information, award
information, monetary information, and player information is
classified as private information in response to player selec-
tion.

14. The wagering game terminal of claim 12, wherein the
peripheral device includes an input interface configured to
receive instructions from the player to customize the wager-
ing game, and the terminal display displays the wagering
game according to the instructions.

15. The wagering game terminal of claim 14, wherein, in
response to the instructions, the terminal display is restricted
from displaying at least one of credit information, award
information, monetary information, and player information.

16. The wagering game terminal of claim 12, wherein the
wagering game application includes a player’s account appli-
cation, and the at least one processor of the peripheral device
executes the player’s account application to log the player
into the wagering game terminal under a player’s account.

17. The wagering game terminal of claim 12, wherein the
wagering game application includes a money transfer appli-
cation that is electronically coupled to a monetary account,
and the at least one processor of the peripheral device
executes the money transfer application to transfer money
between the wagering game terminal and the monetary
account, the wagering game terminal receiving portions of
the money from the player for wagers for the wagering game
or awarding other portions of the money to the player for
outcomes of the wagering game.

18. The wagering game terminal of claim 12, wherein the
peripheral device further includes at least one of a tactile
output device and an audio output device, and the at least one
processor of the peripheral device executes the wagering
application to further provide the wagering game information
via at least one of the tactile output device and the audio
output device, the terminal display displaying the wagering
game to correspond with the peripheral device further pro-
viding the wagering game information via at least one of the
tactile output device and the audio output device.

19. The wagering game terminal of claim 12, wherein the
interface is a docking station that is configured to receive the
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peripheral device and establish communications between the
peripheral device and the wagering game terminal.

20. The wagering game system of claim 19, wherein the
peripheral device, when received by the docking station, pro-
vides a secondary display for the wagering game at the bot- 5
tom of the terminal display.

21. The wagering game system of claim 12, wherein the
interface is a wireless interface.

#* #* #* #* #*

20



